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Setting Up Your Computer 


Following manufacturer’s instructions, hook up your computer 
to a monitor or TV. If you are using a disk or cassette product, 
make sure your disk drive or program recorder is connected. 


For Cartridge: | 

1. Plug the program cartridge into your computer’s cartridge 
port. For computers with two cartridge ports, use the left one. 
2. Turn your computer and monitor on. 

3. Adjust the volume on your monitor. 


For Commodore 64™ Disk: 

1. Insert the program disk into the disk drive and close the 
drive door. 

2. Turn your computer and monitor on. 

3. Adjust the volume on your monitor. 

4. Refer to instructions on disk label for booting the disk. 


For Cassette: 

1. Insert the program cassette into the program recorder follow- 
ing cassette label instructions. 

2. Turn your computer and monitor on. 

3. Adjust the volume on your monitor. 

4. Refer to instructions in cassette case for loading the program. 


DUCKS AHOY requires the use of a Joystick Controller. Be sure to 


plug one firmly into your computer’s first Joystick port.- 


Developed by Joyce Hakansson Associates. 
Program © 1984 Joyce Hakansson Associates, Inc. All Rights Reserved. 
Commodore 64™ is a trademark of Commodore Electronics Ltd. 


Ducks Ahoy!™ 


A fun-filled game of planning and surprise, Ducks Ahoy 
exemplifies Joyce Hakansson Associates’ approach to play and 
learning. Its upbeat combination of music, funny characters, 
lively graphics and entertaining game play invites participation 
and provides challenges for the whole family. As players guide 
their boats to catch ducks and avoid the hippo, they are encour- 
aged to think logically, helping them develop their abilities to 
plan ahead. 


Playing Ducks Ahoy, preschoolers improve their fine motor 
coordination as they maneuver through canals to pick up ducks 
and drop them off at the beach. By keeping track of how many 
ducks get together there and how many jump into the water, they 
exercise their counting skills, too. 


Ducks Ahoy provides strategic challenge for older kids as well. 
Once the timing and coordination required to catch the ducks is 
mastered, they can focus in on planning the most efficient routes 
for taking the ducks to the beach. By monitoring the patterns of 
duck appearances in the buildings and the path of the submerged 
hippo, kids can improve their abilities to predict outcomes. 


The following material is provided to help parents help their 
children quickly get into the game. The Ducks Ahoy Activity 
Book features stories, riddles, games and projects for fun and 
learning that both parents and kids can enjoy when they’re 
quacking about away from the computer. 


How To Play Ducks Ahoy! 


Welcome to Venice, where every day is Ducks Ahoy day! And 
there’s no better way for a duck in Venice to spend Ducks Ahoy 
day than by getting together with his friends at the beach. 
Quacking about happily in the canals, these dizzy ducks rely on 
you to take them from their homes to their beachfront 


boardwalk! 


Cast Off 


Move the Joystick or press the red button and your first boat will 
sail out of the boat house. Move the Joystick to guide your boat 
in any direction through the canals and around the houses. 


The Duck-Pump-Jump 


See the ducks as they waddle through the houses? They are on 
their way to meet your boat. To catch a duck, guide your boat to 
a dock that a duck is just about to arrive at. When you get close to 
the dock, let go of the Joystick. Your boat will slow down and 
drift into the dock. If you have arrived at the dock the same time 
the duck has, he will pump and then jump into your boat! If not, 
he will pump and jump into the water...Ooops! Try again. 


One Duck Or Two? 


Once the duck is in your boat, you must make a decision. Do you 
want to go get another duck or do you want to go straight to the 
beach? Your boat can hold up to two ducks at a time. Depending 
on how close the hippo is to your boat, you may not want to risk 
going after another duck until after you have delivered the first 
one to the beach. 


To The Beach 
Guide your duck-filled boat to the boardwalk dock at the beach 


and stop there. Press the red button and a duck will jump onto 
the beach. If you are carrying two ducks, press the red button 
again and the second duck will jump onto the beach. 


Hippo In The Water 


The hippo hides underwater waiting to sink your boat. You can 
usually see him bubbling around the canals. Avoid those bub- 
bles! If he sinks your boat, you’ll lose any ducks you were carry- 
ing and the hippo will let out a hearty “ho-ho-ho.” 


Besides being dunked by the hippo, your boat will also sink if: 
*you try to load more than two ducks into it, 
*it is not properly positioned at the dock when a duck jumps in, or 
*you allow ten ducks to jump into the water. The sign on the right 
side of the beach shows how many ducks have done this. 





Dock for Beach Score Number of Ducks Jumping in Water 
Ducks 
Boat Boardwalk 
Dock 
Number of 
Boats Left 
Canal 


House 





Score 


You can see your score on the sign by the umbrellas on the beach. 
For each duck you bring to the beach you receive one point. 
When ten ducks land on the beach they sing their song. Then 
they disappear to leave room for the next batch of ten. 


The Party’s Over 


The game ends when all four of your boats are sunk. You can tell 
how many boats you have left by the number of stripes on the 
big pole near the boat house. To play again, press the computer 
key marked “f1” on your Commodore 64™ or the “SYSTEM 
RESET” key on Atari® computer. Then either move your joy- 
stick or press the red button. 


Computer Activities from 
JOYCE HAKANSSON ASSOCIATES 


Joyce Hakansson Associates (JHA) recognizes that the most 
effective learning occurs when children are engaged in activities 
that are fun, challenging and motivating. 


JHA designs computer activities that combine important learn- 
ing concepts with the excitement and fun of play. Program goals 
and levels of challenge are carefully worked out to be compat- 
ible with the developmental abilities of children in specific age 
groupings. In this way, JHA programs grow as children grow. 


JHA provides a playful environment for learning. Children have 
a natural sense of drama and respond well to the colorful anima- 
tion, funny characters and tuneful music that are the trademarks 
of JHA programs. 


JHA also recognizes that while the computer is a powerful tool 
for learning, it does not replace all learning experiences. To com- 
plement each computer program, JHA develops materials that 
foster discovery. Activity books, posters and stories extend the 
themes presented in the software and prompt children and their 
families to explore those ideas in the world around them. 


DUCKS AHOY was created by Joyce Hakansson Associates, Inc., a team of artists, 
musicians, educators, programmers, writers and game specialists dedicated to bringing 
excellence and excitement into computer games for young people. 


President: Joyce Hakansson 
Programmer: Will Stein 


Artand Animation: Bud Luckey 


Music: Ed Bogas 

Project Manager: Sandy Curtis 

Educational Research: Bobbi Hutcheson 
Pat Monighan 
Mark Rosen 

And: Barbara Bybee 


Ken Leonard 


Atari Version 
Programmed by: Tom Buoye 


Notice 


CBS Software values its customers and believes they should be aware of their rights, 
not merely of ours, under the Copyright Law. To that end, we quote for the purchaser 
of this equipment the provisions of section 117 of that law which contains limitations 
on the exclusive rights of copying and adaptation which that law gives, among other 
rights, to copyright owners of computer programs: 


“Not withstanding the provisions of section 106, it is not an infringement for the 
owner of a copy of a computer program to make or authorize the making of another 
copy or adaptation of that computer program provided: 

(1) that such new copy or adaptation is created as an essential step in the utilization of 
the computer program in conjunction with a machine and that it is used in no other 
manner, or 

(2) that such new copy or adaptation is for archival purposes only and that all archival 
copies are destroyed in the event that continued possession of the computer program 
should cease to be rightful. 


Any exact copies prepared in accordance with the provision of this section may be 
leased, sold, or otherwise transferred, along with the copy from which such copies 
were prepared, only as part of the lease, sale, or other transfer of all rights in the 
program. Adaptations so prepared may be transferred only with the authorization of 
the copyright owner.” 


Subject to those limitations, the purchaser of this equipment is granted a paid up 
non-exclusive licence to use its software on one host computer. 








CBS Software, A Unit of CBS Inc., Greenwich, CT 06836 2L-8005 








